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An electronic memory which carmol be modmed or erased, such as one-time 
programmable or add^nly (OTP/AO) memory is used for storing direct or indirect indications of 
characteristics of a gaming terminal or its components. Preferably, a plurality of gaming 
lemiinal boards includes memory that has one or more rows of OTP/AO memory for storing 
information such as memory or board serial numbers, manufacture date, processor speed or type, 
software or hardware version numbers, and the like. Such infom>aiion is preferably used in 
connection with assuring the appropriateness of modifications or configuraUoris of the gaming 
terminal, such as downloading sofhvare or other softu^ modification and/or changes to 
hardware configuration. OTP/AO infom^ation can be used in connection with'yerifying identity 
or characteristics ofsoftWare or hardware. e.g. for warranty purposes. ^ nonerasable and 
non-modifiable nature of the infom,ation provides assurance that software downloads or other 
modifications will not be inappropriate because of inadvertent or intentional misidentification of 
a component. 
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GAMING DEVICE IDENTIFICATION METHOD AND APPARATUS 



FIELD OF THE INVENTION 
The present invention relates an identification method and apparatus for use in identifying 
components of a gaming device such as a slot machine, card game machine* keno machine and 
the like, and, in particular, identification for machine components using a non-erasable electronic 
memory or memory portion such as a memory with wriie-oncc or add-only characteristics. 

BACKGROUND INFORMATION 
Many current gaming machines arc configured with electronic components, commonly 
mounted on one or more printed circuit boards (PCBs). Many such electronic components use 
programming or other information stored in memories. In at least one typical configiu^ation, a 
gaming terminal or gaming machine will include a controller board, a communicaiidns board or 
module, and one or more so-called peripheral boards such as a display controller board, a 
currency acceptor board, a coin handler board, and the like. Typically one or more of the boards, 
such as, e.g., the game controller board, a processor (microprocessor) or other computer unit 
which often operates based on programming or other information (software or firmware) stored 
in a memory such as one or more electronically erasable programmable read-only memories 
(EEPROMS). Such software or firmware may be programmed or stored in the memory locations 
during the manufacturing or assembly of the gaming device. Additionally, software or firmware 
may be provided to replace or supplement the sofhvare or firmware in a gaming device which is 
in operation (in the field), e.g. to update the machine configuration (such as adding new features, 
new games and the Iike» and/or to correct programming errors). In either case, the hew firmware 
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or software is transfcircd or "downloaded" from a source (which may be. e.g;. a comjnner such as 
a workstation, personal computer, laptop computer, and the like) to the "target- mem«pr in a 
particular gaming tenninal or machine. 

Although downloadmg from one computer to another is. in general, a process Aat is 
currently known, downloading software or firmv^rc to componentsof gamipg device? presents 
particular problems not readily addressed by conventional downloading tec^niquK and 
apparatus^ 

One feamre applicable to gaming device downloading is the stringent regulatory 
oversight and control exercised by gaming regulatory authorities in many jurisdictions. In 
• many, and perhaps all. regulated gaming jurisdictions, downloading of sbftware br firmware to a 
' gaming terminal will not be permitted without some assurance that the new software-or firmware 
v^-iU comply with local regulations. For example, a gaming regulatoo* authority in one 
jurisdiction may require assurance that downloading to. e.g.. update biUabceptor software will 
result in a machine having bill acceptor software appropriate (and approved) for that jurisdiction 
(and will not. e.g.. run the risk of inadvertentiy and/or intentionally downloading bill acceptor 
software that was approved in a different jurisdiction, or not at all). 

It is also commonly found that gaming devices occur in a wide vaAet^r of donfigiirations. 
such as employing numerous diffcrcm types of processors, memories, gaiiie cohfiguraUons. 
versions and types, peripheral hardware and software and the like. Additionally.* owing to 
differences in manufacturing dates, maintenance history and the like, gaming; devi&s are often 
encountered with a wide variety of diflTerenl hardware and software com^ponl^nts which may not 
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be apparent (or may be discemable only with difficulty) from a visual inspection of the gaming 
device, its components or operation. For this reason, when it is desired to download software to 
a particular gaming terminal, it is typically necessary to select a particular software version for 
downloading, bearing in mind the types of software and hardware found on the particular gaming 
tcm\inaU lest the newly-downloaded software is incompatible with the gaming terminal or results 
in operation which is not approved by a particular jurisdiction. Additionally, it is possible that 
the software or fimiware which is to be downloaded is, in fact, already present on a particular 
gaming terminal so that the download process represents a waste of time and effort. 

In typical previous situations, in order to download software or fimiware to a gaming 
temiinal, characteristics of the gaming terminal and/or its components were determined 
manually, such as by visually inspecting the components and/or running tests of diagnostics on a 
component in an attempt to dclemiine characteristics such as the version or type of a particular 
board, the processor speed associated with a particular board, the version of software or hardware 
components, and the like. Such manual determination of characteristics has, in the past, typically 
required a significant investment of time, especially when a relatively large number of gaming 
terminals are being programmed or re-programmed, and, to make matters worse, the time 
investment is typically made by relatively highly-trained personnel who have the background and 
experience required to analyze the hardware/software components that are present. Such 
investment of time by relatively highly-trained personnel represents a significant expense 
involved in downloading infomiation which, owing at least partly to the regulatory environment 
found for gaming devices, was previously believed to be largely imavoidable. Furthemiore, it 
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has been found that even relatively highly-trained personnel have a undesirably high error rate 
when attempting to determine characteristics needed for a download, which may lead to 
inoperability or improper operation of a gaming device, violation of gaming jurisdiction laws or 
rules and may require an additional investment of time to detect and/or correct such errors. 

In addition to a downloading context, identification of gaming device components or 
component characteristics may be useful in the context of gaming device maintenance, service 
or warranty fulfillment. For example, when determining >^ether a repair of a gaming temiinal is 
covered by a warranty, it may be necessary to determine vAktn the gaming terminal was 
manufactured or when one of the components was manufactured or last repaired or revised. 

Another feature of many gaming devices which affects the manner in which revisions of 
software or firmware (or hardware) can or should be perfomied is the fact that gaming devices 
are often configured to dispense money so that there is a potential for modifications or 
downloads to be intentionally performed in an unauthorized fashion in such a manner as to create 
unauthorized or improper payouts. This is a potential which is typically not present in many 
other types of downloads from one computer to another. Accordingly, it is important, not only to 
gaming regulatory authorities but also casinos or other game operators, to achieve a level of 
confidence that, not only will inadvertent (e.g. cross-jurisdictional) downloads be avoided, but 
there are procedures in place to avoid or prevent intentional or unauthorized downloads. 

Accordingly, it would be advantageous to provide a method and apparatus for 
downloading by which the characteristics of a gaming tenninal needed to avoid inadvertent or 
intentional improper downloads can be determined substantially automatically, i.e. while 
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reducing, or, preferably, eliminating the need for manual characteristic determination, 
visual inspection of machines, their components or operation and the like. It would be 
particularly advantageous to provide a download process which can obtain such gaming 
terminal or gaming terminal component characteristics entirely automatically, i.e. using 
i only computers or other machines and without the need for any human input or effort to 
accomplish such determination of characteristics. It would further be advantageous to 
provide such a system and method which would reduce or eliminate the potential for 
errors in. or unauthorized tampering with, the identification system. 

10 Summary of the Invention 

The invention provides a method for downloading programming to a gaming 
terminal from a remote site, wherein said programming can appropriately be downloaded 
only to a gaming terminal widi components having at least a first set of characteristics, 
ij the method comprising: 

providing a gaming tenninai having at least a first circuit board with a memory, 
at least a portion of which is non-erasable memory; 

storing in said non-erasable memory, at least first information indicative of 
characteristics of said first circuit board; 
M transmitting said first information from said gaming terminal to said remote site; 

downloading said infonnation only if said characteristics of said first circuit 
board match said first set of characteristics. 
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The invention fiirther provides apparatus usable for downloading programming 
to a gaming terminal from a remote site, wherein said programming can appropriately be 
downloaded only to a gaming terminal with components having at feast a first set of 
characteristics, the apparatus comprising: 

at least a first circuit board in said gaming terminal having with a memory, at 
least a portion of which is non-erasable memory, at least first information indicative of 
characteristics of said first circuit board stored in said non-erasable memory 

means for transmitting said first infonnation from said gaming terminal to said 
remote site; 

means for downloading said information only if said characteristics of said first 
circuit board match said first set of characteristics. 
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The present invention includes providing gaming temiinal or gaming terminal 
components with information usable for characterizing gaming tcnninal components, 
which is electronically stored in a memory or portion of memory which is add-only 
memory (AO) or one-time programmable (OTP) memory. By storing, in such memory, 
information which either uniquely identifies a component or identifies characteristics of a 
component, it is possible to configure a download system which can automatically obtain 
the information needed to perform a download while achieving a level of security 
required to make such automatic download feasible in view of tiie requirements of 
gaming regulators and/or game operators. In one embodiment, a game controller card and 
a plurality of peripheral cards are each provided witfi certain memory locations which 
contain information in a fashion diat such infomiation, as a practical matter, cannot be 
erased or changed. Such memory locations can be used to store, e.g., 
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a unique serial number or other unique identifier, harduve characteristic information such as 
processor type or speed, vendor identification^ date of manufacture, and the like. In this way, 
before downloading information to a gaming terminal, it is possible to automatically 
(substantially without human intervention or effort) verify that the download will be proper, such 
5 as to verily that the jurisdiction for which the gaming terminal is configured (or where the casino 
or other purchaser is located) is the same as the jurisdiction for which the new software has been 

• • • 
• 

approved, to verify that the clock speed and/or data transfer speed for which the new software is 

• ••• 

"j* designed (or at which the download is to take place) is compatible with the clock speed of the 
•••• 
• • • 

:.: : gammg terminal or its component, that the software to be downloaded is knov^ai lo be compatible 
JQ*, with other software and/or hardware on the gaming terminal that will remain in place, and the 
'••* • like. 



BRIEF DESCRJPTION OF THE DRAWINGS 
Figs. 1 A and B are block diagrams depicting components of multi-terminal gaming or 
1 5 production systems, including components of a gaming terminal of a type which may be used in 
connection with the present invention; 

Figs. 2A and B are block diagrams illustrating examples of memories which may be used 
in cormcction with an embodiment of the present invention. 
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DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENT 

Although the present invention can be used in connection with many types of gaming 
terminals, either as stand-aJone devices or coupled in any of a number of different multi -terminal 
configurations. Fig. 1 A depicts one example of a gaming terminal 1 1 2a coupled, along with other 
gaming tenninals 1 1 2, via one or more local controllers 1 14 a,b,c to a central computer 116, In 
ihe embodiment of Fig. lA, gaming terminal 11 2a (and, typically, all gaming tcmiinals in the 
group) includes a game controller board 122 which will typically include, among other items, a 
microprocessor and a memory such as an EEPROM storing programming and/or other 
information for controlling operation of the controller board 1 22. Typically the hardware and 
softwarex)f the game controller board 122 will contain infomriation or programming defining the 
type of game and making determinations of local win/loss outcome (as opposed to. e.g., non- 
local, progressive win/loss outcomes) for the gaming temiinal 1 12a. Because of the central role 
of the game controller board 122 in determining game win/loss and, thus, in determining any 
monetary payout, it is particularly important to assure the presence of the correct software for the 
game controller board e.g. to avoid improper or incorrect payouts and to assure compliance with 
local regulatory authorities. 

Although it is possible to combine numerous functions onto a given board, typically 
numerous boards will be provided in a gaming terminal for forming a plurality of functions. In 
the depicted embodiment, the game controller board communicates with a communications board 
124 which provides information to and, receives information from a local controller 1 14a and/or 
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central computer 1 16, for purposes such as monitoring use and performance, assuring 
compliance, performing accounting and similar functions, and facilitating implementation of 
progressive or other muhi-terminal based games or prizes. In one embodiment, the 
communications board 124 includes one or more ports by which a laptop 128 or other computer 
may be coupled to the gaming terminal 1 1 2a for, among other purposes, downloading as 
described more fully below. 

In the embodiment of Fig. 1 A, a plurality of peripheral boards I28a-d communicate with 
the game controller board 122 and control various peripheral devices for performing various 
functions such as bill acceptor functions 132a, coin handling functions 134a, 132b, video 
functions 1 32c and audio output functions 1 32d. In many configurations, some or all of the 
peripheral and other boards I28a-d, 124 will contain memories, such as flash memory, 
EEPROMs or other devices for storing software or firmware controlling their functions (such as 
by containing software or firmware For nmning on microprocessors or other computing devices 
on such boards). In the strict regulatory environment for many gaming devices, it is typically 
necess2U7 to provide assurance that only approved and proper software is used in the peripheral 
and other boards, (in addition to that provided on the game controller board). 

In typical previous devices, the boards provided in a gaming terminal are secured from 
casual or unauthorized inspection or access such as by being housed in a normally-locked cabinet 
portion of the gaming terminal. Thus, in previous systems when it was desired (as described 
above) to (manually) verify the type or characteristics of boards on a gaming terminal (e.g. prior 
to a download or other updating purpose or for warranty or service purposes) it was typically 
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necessary for a relatively highly trained worker to inactivate a gaming terminal, unlock the 
cabinet portion, and physically inspect (often involving removal oO one or more of the boards 
122-128 of a gaming terminal 1 12a, Depending on the nature of the work to be pcrfonned, the 
skilled personnel may need to rely on experience and knowledge to recognize and distinguish 
diflercni boards based on their appearance and/or notations, markings or indicia provided on 
boards and/or perform tests or diagnostics on the board to obtain the necessary information 
regarding characteristics of the board and/or its identity or history. 

Fig IB depicts a system usable in subassembly or final assembly downloading, e.g., in a 
gaming terminal manufacturing environment. Fig. IB includes a plurality of computers such as 
workstation computers, network server computers, and/or PC-lype computers coupled by 
network lines such as fiber optic lines 152 in a manner well-known to those of skill in computer 
network technologies. 

At various stages in employing the system of Fig. IB, programming data or other 
infomiation is stored in a number of different storage systems such as data bases (typically 
providing storage on hard drives or other well-known storage media). In the depicted 
embodiment, information, during program design process, is held in an engineering database 
1 54. And software and firmware engineers use and modify such information via computers 1 56. 
1 58 having at least indirect access to engineering database 1 54. Preferably, programs or other 
data which are still in the development phase are restricted to the engineering database 154 and 
are not stored in other databases. At some point, engineering will release the program or other 
information to product assurance 162 which, after review, will submit the programming or data 
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(e.g. via writing on a CD 164 to a gaming jurisdiction for approval. After the program or data is 
approved by the gaming jurisdiction, the program is copied to a production download server 166 
and, preferably » stored in a released database 168. Infomiation about the approved program is 
provided to a customer order system 172 and other systems such as engineering 1 74a and 
product assurance 174b. Although released programs may be provided in various forms such as 
on CD ROM 1 76 via a CD duplicator 176b, Fig. 1 B also illustrates a sj'stem for downloading 
programming data or other information as part of a gaming terminal assembly or fabrication 
system. The programming or data may be loaded onto boards or other subassemblies 1 78, e.g. 
via a translator/power assembly 1 82 and download terminal 1 84 or may be loaded into one or 
more gaming terminals 1 86a,b, e.g. via connection to a communication board for downloading, 
in turn, to target peripheral devices or other subassemblies within the gaming terminals 186a, 
186b, e.g. via a download terminal 188, 

As with downloading in the field, as depicted in Fig. 1 A, downloading on the fabrication 
or assembly line, as depicted in Fig. IB in the strict regulatory environment for many gaming 
devices, it is typically necessary to provide assurance that only approved and proper software and 
data is used in the gaming terminals, including peripheral and other boards (in addition to that 
provided on, e.g., the game controller board). Depending on the nature of the download, it will 
be advanUgeous, in performing assembly line downloading, to recognize or distinguish different 
boards, e.g. to obtain information regarding characteristics of the Board and/or its identity or 
history. 

-10. 
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According to an embodiment of the invention, automation of the step of obtaining 
gaming temiinal component characteristics is enabled or facilitated by including, on one or more 
of the gaming terminal boards or other components, an electronic memory device, e.g., of the 
type depicted in block diagram fashion, in Figs. 2A or 2B. 

In the embodiment of Fig. 2A, a memory device such as an EEPROM 2 1 2 is provided 
with a plurality of memory locations 214 which arc preferably of a type which may be 
programmed or written-to many times. The memoiy device 212 is also provided with at least 
some memory locations 216 (such as a one or more rows of memory) which are configured such 
that they cannot be erased or changed after they have been written to or programmed. In the 
embodiment of Fig. 2A, the memory locations 216 are write-once or one time programmable 
(OTP) memory, meaning that after any of the program locations in the memory region 216 have 
been written to or programmed, subsequently none of the memory locations in the memory 
region 216 can be changed or erased. One example of this type of memory is that sold under 
Model No. M34R32 available from S.G.S. Thomson. This device provides 4096 bytes of 
EEPROM space 214 with an additional 32-byte OTP row 216. 

Fig. 2B depicts a type of memory having a plurality of programmable memory locations 
2 1 4 and a region of memory 2 1 S (such as a row of memory) which is add-only (AO) memory. In 
add-only memory, it is possible to write to or program some of a plurality of memory locations 
222a-222f, without writing to others. In the add-only row 218, after any memory location or 
group of locations 222 have been written to or programmed, those same memory locations 
cannot, thereafter, be changed or erased. However, memory locations in the row 218 which have 
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noi been previously written lo or progranuned can be, later, written to or programmed (once) 

even after a process of writing to or programming other memory locations in the same region or 

row 218, For example, in add-only memory, it is possible to program, e.g., a first memory 

location 222a at a first time such that the first memory location 222a cannot thereafter be 

^.5 . changed or erased after said first time, but to still permit programming or writing to, e.g. a 
• 

second (previously unprogranuned) memoiy location 222b at a second time, after said first time. 

•••• 

such that the second memory location 222b carmot be changed or erased after the second time. 

* • In this way, as long as there remain memory locations in the add-only region 2 1 8 which have not 

previously been programmed or written to, it is possible to add ftirthcr information to the add- 

* • • » 

10 only region 218. However, although it is possible to add information lo the region 21 8 (as long 
••••• as unprogranuned space remains) it is never possible to erase or change information once it has 
been written to the add-only region 218. One example of add-only memory is available from 

•••• 

Dallas Semiconductor. 

* • 

According to an embodiment of the invention, OTP or add-only (OTP/AO) memory is 
1 5 provided in each gaming terminal, preferably on at least one board of each gaming terminal (such 
as the game controller board) and, typically, on one or more peripheral boards 128a- 1 28d or 
other boards or components. It is possible to provide for systems in which some gaming 
terminals 1 12a are provided with OTP/AO memory while others e.g. 1 1 2c are not (e.g. when, in 
the context of a networked casino system, some gaming terminals have been upgraded or 
20 replaced while others have not). 
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There are three major procedures or steps in connection with using such OTP/AO 
memory in embodiments of the present invention: storing the desired information onib the 
OTP/AO roemor>'. reading or retrieving the infomiation stored in the OTP/AO region, and using 
such retrieved information, e.g. for secure downloading. These processes involve 
conununicating information between the OTP/AO memory and an external (to the gaming 
terminal) device (typically one or more computers 1 16,128). Although it would be possible to 
conflgure a system in which a gaming terminal contains only a single OTP/AO memory device 
which stores information relative to a plurality of different hardware components (such as 
identifying two or more different boards 122a-128d) it is preferred to provide a separate OTP/AO 
device on each separate board. In this way, changes to hardware (or, in some configurations, 
software) can be recorded directly on the changed component so that when components are 
physically removed (such as "swapping in" a new board) and/or modified (such as by changing 
jumper connections on a board) information relating to the identity and/or configuration of that 
board, stored on the on-board OTP/AO meraoiy, will "travel with" the board. 

Although it would be possible to configure a gaming terminal so that two or more boards 
(such as each board having an OTP/AO memory) were provided with a port or other connection 
specific to that board, to facilitate reading the OTP/AO memory of that board, preferably, the 
gaming terminal is provided with one or more system ports 126 or similar communication 
connections 127 through which it is possible to obtain or transmit information relating to any of a 
plurality of OTP/AO memories in the gaming terminal (e.g. via gaming terminal buses or other 
internal communication links 130 a-O- The ports 126,127 may be provided on any of a number 
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of gaming terminal components including the game controller board 122, but are preferably 
included in a separate communications board 124. 

The information stored on the OTP/AO memory may indicate characteristics of the 
board's (or other component's) hardware or software either directly or indirectly. The 
informaUon may indicate characteristics directly by, e.g., storing information in either coded or 
human readable (e.g. ASCII character form) which identifies such characteristics such as storing 
board or download clock speed, board processor type and the like. An example of information 
which indirectly indicates hardware or so A ware characteristics of the board or component 
includes storage of an EEPROM serial number (which, e.g., may be used as an index into an off- 
board database which stores characteristics corresponding to such serial number). It is possible 
to store both direct and indirect indicators of characteristics on an OTP/AO memory. It is also 
possible to store information which has both indirect and direct uses. For example, storing a date 
of manufacture on an OTP/AO memory may be used as all or part of an index into a database to 
determine other board characteristics and/or may be used directly, where the date of manufacture 
is itself a relevant characteristic (such as for warranty or repair purposes). 

Information may be stored into OTP/AO memory in a number of fashions. In one 
embodiment, some or all of the information stored in the OTP/AO memory is stored at the time 
of memory manufacture, by the memory fabricator. Examples of information that may be stored 
in this fashion include memory serial (or other preferably unique) numbers and/or date of 
manufacture. Some or all information stored in an OTP/AO memory may be stored at the time 
of board manufacture (rather than memory manufacture) and/or may be stored at the time 
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software is initially downloaded or programmed into a gaming terminal (or components thereof). 
Examples of infonnation that might be stored in this fashion include board (rather than memory) 
serial number or version numbers, clock speed, processor type, software indicators or version 
numbers, date of assembly (board assembly or gaming terminal assembly) and/or an indicator of 
(initial) gaming regulatory jurisdiction (e.g. to distinguish a board intended for a first country or 
state from that intended for use in a second country or state). 

Some or all of the information stored on OTP/AO memory may be stored at the time a 
gaming terminal is sold to, shipped to or received at a particular customer location or gaming 
jurisdiction. Some or all information stored in the AO memory may be stored when a gaming 
terminal component is revised, repaired, updated, reconfigured or the like (including both 
software and hardware revisions). Preferably, the information stored in OTP/AO memory 
includes information that can be used for error or data integrity checks such as cyclic redundancy 
check (CRC) information, one or more parity bits or the like. In the case of write-only or one- 
time programmable memory, the error/data integrity check information is wrincn when the 
memory is initially programmed. In the case of add-on memory, error checking or data integrity 
information may be stored (in a previously unprogrammed AO memory location) each time 
additional information is stored in the add-on memory. The provision of error checking or data 
integrity information is particularly useful or necessary in providing the capability of 
downloading to gaming terminals (e.g. in order to provide the desirable or required confidence 
that inadvertent or intentional changes are not made to a gaming terminal in such a fashion as to 
result in gaming terminal operation which is out of compliance with local gaming regulations). 
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For example, in the absence of an eiror or data integrity check, it might be possible that a 
memory read error would permit downloading of a program configured for a first jurisdiction, 
into a machine located in a second jurisdiction (e.g. because, the laptop 1 28 or other source of 
download programming selected the "wrong" program for downloading based on incorrect 
iiiformation). It is believed that providing error or data integrity check information in OTP/AO 
memory will assist in preventing, oral least reducing the likelihood of, this type of improper 
download. 

Table I provides one example of a set of information that may be stored in OTP/AO 
memory according to one embodiment of the invention. In one embodiment, data stored in the 
OTP row and/or in the ROM are stored in little endian fomiat. In the example of Table I, items 
indicated having a potential use of "revision control" are, in at least one embodiment, used 
during download operations. Preferably the EEPROM serial number is a number which is 
unique for each EEPROM (at least for a given vendor and purchaser). The communications ID. 
may be, e.g. used by the board firmware for providing communication to a host computer. The 
platform and target information may be used in connection with, e.g., host to terminal download 
communications. The vendor ID may be a code used for identify Ing the vendor of the EEPROM. 
The clock speed may be used in connection with allowing the peripheral board firmware to 
communicate with a host computer. Preferably the CRC is used by the board firmware to 
validate the OTP data before its use. 

In addition to the data defined in the OTP row. according to one embodiment, the first 20 
bytes as of the EEPROM normal memory space will be used for storing, e.g., printed circuit 
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board serial number information of ihe peripheral board, e.g.. stored in ASCII format. 
Preferably. txK'o bytes of CRC information is also provided. To protect this information from 
corruption, preferably the first sixty-four bytes of the EEPROM space is configured as read only 
memor\' (ROM). 

Table I 

OTP Row Memor}' Allocation 



Starting 
Address 
(hexa- 
decimal) 


Bytes 


Format 


Description 


Potential Uses 


U.\00 


4 


Binary 


EEPROM serial 
number 


Revision Control 


0x04 


1 


Binary 


Communications ID 


Used at Powenip for Intra-Game 
Communications 


0x05 


7 


ASCII 


Date of manufacture 


Warranty/Service/Rcvision Control 


OxOC 


2 


Binary 


Platform and target 


Intended Use 


OxOE 


8 


ASCII 


Vendor ID 


Warranty/QC/Service 


0x16 


I 


Binaiy 


Clock Speed 


Used at Powerup for Intra-Game 
Communication 


0x17 


1 


Binary 


Processor Type 


Used at Powerup for Intra-Game 
Communication 


0x18 


6 




Reserved for future use 




0x1 E 


2 


Binary 


2.bytc CCITT CRC 


Error/Data Integrity Check 



Although it is contemplated that the gaming terminal component characteristic 
information stored or indicated in the OTP/AO memoiy will be particularly useful in connection 
with download of information, (as described more fully below). Ii is also believed that the 

-17- 



,540129SA1_L> 



P-215 

information may be useful in other contexts. Examples of other uses for OTP/AO information 
according to embodiments of the present invention, include providing the ability of gaming 
regulators to verify (e.g. on a random basis or for specific regulatory purposes) that a gaming 
terminal is configured property for a particular jurisdiction, allowing personnel responsible for 
maintaining, repairing or updating gaming terminals to verify that a particular gaming terminal 
includes particular components, uploading information regarding gaming terminal components 
e.g. as part of a trouble report, inventory or tracking procedure, verifying characteristics, such as 
manufacture or sale date, of a gaming terminal or components thereof in connection with making 
decisions on warranty coverage, and the like. 

Regardless of the purpose for reading information stored on an OTP/AO memory in a 
gaming Jerminal. the reading procedure will, at least in one embodiment, include sending a read 
command e.g. from a laptop 128 or central computer 1 1 6 via a port 126,127 to a communications 
board 124. (with the command typically either specifying that all OTP/AO memories should be 
read or specifying which board or OTP/AO board memory should be queried) and sending a read 
command (e.g. over a control line or a portion of communication bus 1 30) which contains or 
indicates read addresses for one or more OTP/AO memory portions. The commands may be 
configured to retrieve selected (addressed) portions or fields of the OTP/AO memory or may be 
configured to return the entire OTP/AO contents (e.g. a OTP/AO "row" of memory). In one 
embodiment, it is preferred to always return the entire contents of OTP/AO memory (particularly 
in the case of add-on memory) e.g. to help ensure that there has been no intentional or 
inadvertent storage of incorrect or misleading information in OTP/AO memory. For example, if 

-18- 



5401299A1J_> 



P-215 

a new (previously unprogrammcd) field of an add-on memory has been programmed to reflect a 
new jurisdiction (i.e. a jurisdiction different from the original gaming regulaioiy jurisdiction 
progranuned in the AO memory) reading the entire row would alert the download software that 
there has been a change in jurisdiction (and, if desired, prompt a check of the database to verily 
that this change in jurisdiction was correct and/or authorized), whereas reading only the newest 
or most recent fields of AO memory could result in downloading an unauthorized program (e.g. a 
program authorized only for a different jurisdiction). Thus, in a procedure where only the most 
recently programmed fields are read, there might be no indicator that the jurisdiction information 
may have been tampered with or inadvertently modified. 

Hardware or software characterizing information read from the OTP/AO memory can be 
used in a number of fashions. In one embodiment, the information is used in downloading 
software to a gaming terminal (or components thereof). Procedures for downloading can be 

similar to those described e.g., in U.S. patent application number , attorney file no. 3735-923 

tilled "MeUiod for downloading data to gaming devices- filed on the even date herewith, and/or 

No. ^ (attorney file number 3735-905-CON). filed June 1, 1998 which 

is a continuation of Serial No. 08/600.3 U (attorney file number 27224-90500) for "Peripheral 
Device Download Method and Apparatus" filed February 12. 1996. all incoiporaied herein by 
reference. 

The present invention can be used in connection with a process that involves loading 
infonnation. received from an external device (such as a central computer) by a computing 
device (such as the microprocessor on the controller board) to a target which may be a gaming 
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lenninal component, including one or more peripheral devices. In this way it is unnecessary to 
have separate ports on each board for direct access to the peripheral devices (or other gaming 
terminal components) or related memories, thus making the process of updating the 
programming for peripheral devices or other gaming teratinal components less time-intensive 
and less labor-intensive. In one embodiment, an updated or modified program is received in the 
gaming lemiinal from an external device (such as a hand-held or portable device or a central 
computer coupled via a communications link) and is downloaded or passed-through from the 
controller board to one or more coupled peripheral devices. Preferably, the programming 
information is douoiloaded in such a u-ay as to reduce or minimize the amount of down time or 
inconvenience to players. In one embodiment, when the new program is downloaded from a 
central computer to each gaming terminal, the method avoids disabling all gaming terminals at 
the same time, such as by waiting until the gaming terminal is idle for a predetermined period 
before downloading or by cycling through various gaming terminals or groups of gaming 
terminals so that a relatively small number of the gaming terminals are disabled (for 
reprogramming)atanyonetime. When reprogramming of two or more peripherals attached to 
a given gaming terminal is desired, in one embodimem the new programming information for 
each device to be reprogrammed is downloaded to the gaming terminal and the gaming terminal 
begins downloading the information to the attached peripherals preferably only after all 
infonnation has been downloaded to the terminal. In this way. only a single session of 
downloading to the gaming terminal is needed in order to provide evemual updating of two or 
more coupled peripherals or other components. In situations in which security is a concern, such 
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as systems in which money handling occurs (jUL* gaming tenninals, lottery tcmiinals. and the 
like), it may be useful for the informaUon to be encrypted when it is transferred to the computing 
device and is decr^-pied preferably in the gaming terminal. In one embodiment, the invention 
includes providing at least a first inemory in a gaming terminal as a programmable memory; 
transmitting first information fi-om an external source to the gaming device; transmitting the 
first information for receipt by said peripheral device; storing the first information in the first 
memory; and using the first information during operation of the peripheral device. Preferably 
such a method includes identification of the gaming terminal hardware or software, preferably 
using one or more memory devices which have identifying and/or characteristic-indicaiing 
information stored in non-erasable, non-modifiable memory, such as OTP/AO memory. 

Downloading can be performed locally (e.g. by connection of a laptop 128 or other 
computer to the communications board 124 of a gaming terminal 1 12a or remotely from a local 
controller 1 14a or central computer 1 16. Preferably the downloading includes verifying the 
propriety of the software to be downloaded and/or verifying or adjusting download procedures 
(data transfer rate, error detection/correction procedures and the like) so that the download will 
result in a gaming terminal that is appropriately configured and operates as desired. Preferably, 
it is the source computer 128. 1 1 6 which performs such verifying. It is noted, however, that 
while such source-based checking will assist in eliminating or reducing the occurrence of, e.g. 
inadvertently inappropriate downloads, it might be possible to configure a laptop 1 28 to 
purposely download incorrect or inappropriate software. Accordingly, it would also be possible 
to configure the destination (the gaming terminal) in such a way that it will acUvely block or 
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prevent downloading of software unless the software to be downloaded is identified by the 
destination (gaming tenminal) as appropriate (based, at least in part, on information stored in 
OTP/AO memory). In this way. if an attempt was made to download a version of gaming 
software which, e.g., did not include a properly encrypted password for authenticating that the 
proposed download. software has been approved by the appropriate gaming regulatory 
authorities, the gaming terminal 1 12a would, preferably, block or prevent the downloading of 
such software. 

Another example of a use of information read from OTP/AO memory in a gaming 
terminal is to verify warranty coverage for servicing or repair of a gaming terminal. For 
example, if a particular gaming terminal was covered by a one-year warranty, it would be 
possible to configure the system such that a service person could determine the date of sale or 
delivery of a gaming terminal (or a component thereoQ, cither directly or indirectly, based on 
information read from OTP/AO memory. As noted above, particularly in the case of AO 
memory, it is useful to configure a system to always read the entire memory row, e.g. to avoid a 
situation in which a new AO memory field is written with an incorrect sale date indicator (either 
inadvertently or intentionally). 

Another situation in which information stored in OTP/AO memory may be used includes 
the manufacturing process and in particular the management of software downloading as part of 
a gaming terminal manufacturing process. An example of a use of component identification in 

connection vdth such management is described, e.g., U.S. patent application no, (attorney 

file no. 3735-925) titled "Program Management for Downloadable Devices", filed on even date 
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herc^Mth and incorporated herein by reference. Briefly, information stored in OTP/AO memory 
can be used in a number of such management procedures including verifying that the hardware 
present in a particular gaming terminal or component is compatible with a particular download 
procedure (e.g. a download bit rate or eiror detection/conrection procedure) and/or that the 
software is compatible with or appropriate for the hardware (or other software) present in the 
gaming terminal or component (e.g. the software is compatible with the particular 
microprocessor present in the gaming terminal or component). Furthermore, infonnation in 
OTP/AO memory may be used at the completion of the gaming tenninal assembly (and/or 
intermediate assembly stages) to verily that the various componenU of the gaming terminal are 
compatible with one another (e.g., the gaming terminal does not have a bill acceptor appropriate 
for a first jurisdiction and a coin handler board appropriate for a second (different) jurisdiction) 
and/or the components and software in the gaming terminal arc configured as desired (e.g. are 
approved for the gaming jurisdiction for which the gaming tenninal is being built), includes the 
correct game software (e.g. does not download a poker game software when the tenninal was 
imended to be a slot machine) and has the correct (typically most recent) version of software 
appropriate for the configuration of the gaming tenninal. Additionally, infonnation read from 
OTP/AO memory may be used in the management procedures to store appropriate infonnation in 
a database. As noted above, in some configurations, a database is used to provide infonnation 
about a gaming tenninal, its configuration, components or history with such infonnation being 
indexed, in the database, by infonnation obuined from OTP/AO memory (e.g. a memory serial 
number or similar idcmifier number). Accordingly, as a gaming tenninal is assembled, it is 
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preferred, in at least this configuration, to read information from OTP/AO memory of the gaming 
terminal and its components, and store such information in a database, preferably in a fashion to 
achieve the desired database indexing or similar function. 

In light of the above description, a number of advantages of the present inverition can be 
• seen. The present invenUon provides a way to identify a gaming terminal or its components in 
such a fashion as to substanUally guard against inadvertent or intentional alterations (e.g. so as to 
increase the likelihood that gaming regulatory authorities will approve certain manufacture, 
assembly, repair and/or download procedures, particularly those which are at least partially 
automated and/or remote) by providing automatically accessible identification or characteristic 
information as part of the physical structure of the gaming terminal or component (e.g. as part of 
a memory mounted on a gaming tenminal board). Preferably, the information travels with the 
gaming terminal or component and thus is automatically present and correct regardless of any 
changes (such as replacement of one or more boards of a gaming tenminal). Because the 
information can be electronically programmed or stored (once only), the particular information 
which is provided or stored can be tailored to accommodate the contemplated use of the 
information (e.g. different manufacturers and/or different models or model lines of a given 
manufacturer may involve storing different information and/or storage in different formats). 
Because the stored information is provided electronically (rather than, e.g., provided as 
information printed or written on a circuit board) the likelihood of inadvertent or intentional 
modification of such information is lessened. 
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A number of variations and modifications of the invention can also be used. In general, it 
is possible to use some aspects of the invention v^athom using others. For example, it is possible 
to provide non-erasable and non-modifiable information in connection with douTiloading 
software without providing information usable for or used with warranty verification. It is 
possible to store information in an encrj-pted or otherwise modified form. In one embodiment, 
some or all of the information which is used (e.g. in connection with downloading warranty 
verification and the like) and/or output from the device is stored in other memory or memory 
portions, such as normal EEPROM memory 214, e.g. with OTP/AO memory being used only for 
permitting access and/or verifying such memory (e.g. by providing an encryption kcy/decrj'ption 
key, data integrity check infomiation or the like). Although the non-erasablc/modifiabic memory 
is disclosed as being a portion of, or coupled to, normal EEPROM memory, it may be provided 
as a separate component or may be coupled to other types of memory. Although examples arc 
provided in which a single row of OTP/AO memory is provided, more or fewer OTP/AO 
memory locations may be used. 

In one embodiment, the gaming terminal is configured such that if an attempt is made to 
download certain types of improper software, the gaming temiinal will be placed in an 
inoperative mode and/or notification of the attempt will be output e.g. to a local controller 1 14 or 
a central computer 1 1 6. Although, as noted, above, there are advantages to providing storage of 
characteristic-indicating information in electronic form, in one embodiment, information relating 
to characteristics (e.g. serial number, manufacture date or the like) may be stored or presented in 
optical (e.g. machine readable, bar code, or human readable form) e.g. on one or more of the 
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gaming terminal boards. In this case, it may be useful to include a step which involves 
comparing the optical characteristic indicator with electronically-stored characteristic indicators. 

The present invention, in varioiis embodiments, includes components, methods, 
processes, systems and/or apparatus substantially as depicted and described herein, including 
x-arious embodiments, subcombinations, and subsets thereof. The present invention, in various 
embodiments, includes providing devices and processes in the absence of items not depicted 
and/or described herein or in various embodiments hereof, including in the absence of such items 
as may have been used in previous devices or processes, e.g. for achieving ease and reducing cost 
of implementation. 

The foregoing discussion of the invention has been presented for purposes of illustration 
and description. The foregoing is not intended to limit the invention to the form or forms 
disclosed herein. Although the description of the invention has included description of one or 
more embodiments and certain variations and modifications, other variations and modifications 
are within the scope of the invenUon, e.g. as may be within the skill and knowledge of those in 
the an. after understanding the present disclosure. It is intended the appended claims be 
construed to include alternative embodiments to the extent permitted. 
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The claims defining the invention are as follows: 
1 . A method for downloading programming lo a gaming terminal from a remote site, 
uterein said programming can appropriately be downloaded only to a gaming temiinal with 
components having at least a first set of characteristics, the method comprising: 

providing a gaming lemiinal having at least a first circuit board with a memory, at least a 
portion of which is non-erasable memory; 

storing in said non-erasable memory, at least first informaUon indicative of 
characteristics of said first circuit board; 

transmitting said first information from said gaming terminal to said remote site; 
downloading said information only if said characteristics of said first circuit board match 
said first set of characteristics. 

2. A method, as claimed in claim 1 . wherein said non-erasable memory is one-time 
programmable memory. 

3. A method as claimed in claim 2 wherein said step of transmitting comprises 
transmitting all programmed portions of said one-time programmable memory. 

4. A method, as claimed in claim 1 . wherein said information indicative of 

Characteristics of said first circuit board includes information selected from the group consisting 
of , 
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memory serial number 
an Identification number 
date of manufacture 
platform 
target 

vendor identification 
board clock speed 
processor type. 



5. A method, as claimed in claim 1 . further comprising: 

using said information indicative of characteristics of said first circuit board to identify a 
gaming jurisdiction location of said gaming terminal; and 

downloading said programming only if said programming has been approved for said 
gaming jurisdiction. 



6. A method, as claimed in claim 1 wherein said step of providing comprises 
providing an EEPROM which is configured with a row of one-time programmable memory. 

7. A method, as claimed in claim 1 . wherein a plurality of programs is stored at said 
remote location and further comprising using said infom,ation indicative of characteristics of 
said first circuit board to select a program for downloading to said gaming terminal. 
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8. A method, as claimed in claim i , wherein said step of transmitting is pcrfomied in 
response to a quer>' sent from said remote location to said gaming terminal. 

9. Apparatus usable for downloading programming to a gaming terminal from a 
remote site, wherein said programming can appropriately be downloaded only to a gaming 
terminal with components having at least a first set of characteristics, the apparatus comprising: 

at least a first circuit board in said gaming terminal having with a memory, at least a 
portion of which is non-erasable memory, at least first information indicative of characteristics of 
said first circuit board stored in said non-erasable memory 

means for transmitting said first information from said gaming terminal to said remote 

site; 

means for downloading said information only if said characteristics of said first circuit 
board match said first set of characteristics. 

1 0. Apparatus, as claimed in claim 9 wherein said memory comprises read-only 
memory. 

1 1 . Apparatus, as claimed in claim 9 wherein said memory comprises EPROM 
memory. 
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1 2. Apparatus, as claimed in claim 9, wherein said non-erasable memory is one-time 
programmable memory. 

13. Apparatus as claimed in claim 12 wherein saidmeansfor transmitting transmits all 
programmed portions of said one-time programmable memoiy. 

14. Apparatus, as claimed in claim 9, wherein said information indicative of 

J characteristics of said first circuit board includes information selected from the group consisting 
I of 

memory serial mmiber 
5 an Identification number 

* ; date of manufacture 

platform 
* target 

vendor identification 
10 board clock speed 

processor type. 

1 5. Apparatus, as claimed in claim 9, further comprising: 

means for identifying a gaming jurisdiction location of said gaming terminal using said 
information indicative of characteristics of said first circuit board; and 
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means for downloading said programming only if said programming has been approved 
for said gaming jurisdiction. 

1 6, Apparatus, as claimed in claim 9, wherein a plurality of programs is stored at said 
remote location and further comprising means for selecting a program for downloading to said 
gaming terminal, using said information indicative of characteristics of said first circuit board. 

1 7. Apparatus, as claimed in claim 9, wherein said first circuit board is a game 
controller board. 



1 8. Apparatus, as claimed in claim 9 wherein said first circuit board is a peripheral 
controller board. 

19. A method for downloading programming to a gaming terminal from a 
remote site, substantially as described herein with reference to any one of the 
embodiments, as that embodiment is described in the accompanying drawings. 

20. Apparatus usable for downloading programming to a gaming terminal 
from a remote site, substantially as described herein with reference to any one of the 
embodiments, as that embodiment is described in the accompanying drawings. 

DATED this Thirteenth Day of October, 1 999 
International Game Technology 
Patent Attorneys for the Applicant 
SPRUSON & FERGUSON 
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(54) Gaming device identification method and apparatus 

(57) An electronic memory which cannot be modi- 
fied or erased, such as one-time programmaisfe or add- 
only (OTP/AO) memory is used for storing direct or indi- 
rect indications of characteristics of a gaming terminal 
or its conponents. Preferably, a plurality of gaming ter- 
minal boards includes memory that has one or more 
rows of OTP/AO memory for storing information such as 
memory or t>oard serial numbers, manufacture date, 
processor speed or type, software or hardware version 
numbers, and the like. Such information is preferably 
used in connection with assuring the appropriateness of 
modifications or configurations of the gaming terminal, 
such as downloading software or other software modifi- 
cation arKl/or changes to hardware configuration. 
OTP/AO information can be used in connection with 
verifying identity or characteristics of software or hard- 
ware, e.g. for waaanty purposes. The non-erasable and 
non-modifiable nature of the information provides 
assurance that software downloads or other modifica- 
tions will not be inappropriate because of inadvertent or 
intentional misidentif ication of a component. 
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Description 



FIELD OF THE INVE^4TI0N 



[0001] ■f^^P'esert'nvenlion relates an identification method and ajparatus for 

^g de.,ce such as a Slot machine, card game machine. I^no maSand the liS^^ TpSurkS^Si 



BACKGROUND INFORMATION 



ma^^ ^^'^ machines are configured with electronic corrponents. commonly mounted on one or 

SZ^lo?J^H ^ «»rt'fl"'ation. a gaming terminal or gaming machine will include a controller IxJd a 
communications board or module, and one or more soiled peripheral tx>ards such as a display cortrofler bwld a 

^^J^":*^""' ' ^^'-^^-^^^ "He. Typfea«y oneor moreof lheSiS*sSch«^ th^ 
! P~**^ (microprocessor) or other computer unit which often operates o7^offlinn*S^ 

Zia^« rLTZ^^^'^"^'^^'- programmed or stor Jin thTmeS^^^ 

rep^ce or supplement the software or firmware in a gaming device which is in operation (in the field) e a to uodale the 

'^S^^1Z}r*' ^ coVrel^^^cigrinS^nf ^^^^^ 

erther «se. the new firmware or software is transferred or "downloaded- from a source (which n«y be e a a «S 

10003] Although downloading from one computer to another is. in general, a process that is currently known down. 

^Sti^n^r °;"^r^*? "^"^^"^ ^ <^^<^ presents particuL probler^ nrt rSly STisX 

conventional downloading techniques and apparatus. auuret^ea oy 

I«»4] One feature applicable to gaming device downloading is the stringent regulatory oversight and control exer- 

S^lSdinoTsZi??' ?"*°^"''f "^y- and perha^all. reg'ulated JanSSSSiZ 
r l!^ ^ *° ^ ^^'"'"al will not be permitted without some assurance that the n»J 

software or firmware will comply with local regulations. For exanple. a gaming regulatory authority in wirSrS*^ 
^IZZl ^3'? ♦»«t^ownloading to. e.g.. update bill acceptor so^e XilUesurt in'a 3e Salg bS^ 
tor software appropriate (and approved) for that jurisdiction (and will not. e.g.. run the risk of inadvertenttv and/or^lT 
"^^'"^ ««^*°r software that was approval in a different jurisdirt!t,.t r!ci^^ ° 

SJnSous diflt«m .^^^'^ ^'^ ^^'"^ '^'^"^ ^ ^"«*y 0* configurations, such as employing 

^J^re^ processors, memories, game configurations, versions and types, peripheral hardwSeand 

^^iT^Trl^- ^'^^^ *«""9 to differences in manufacturing dates, maintenance histtfy and the like. gSJ- 
I2^m for r^rS TT""!^ wrth a Wide variety Of different hardware and software components which may 
apparent (or may be discernable only with difficulty) from a visual inspection of the gaming device its components or 
operation For this reason, when it is desired to download software to a particular ganting "tm^'itt^^^l 
S^ti,e ^S? ? "^"^"^ """"^^ ^" downloading, bearing in Sxi the t^es ofsZare'^^ h'Se^ 

^ JrS;^.?TV^''"'?'" ne-'y^ownloaded software is incompatible with the gaming teri^nrS 

f J^^r^Xht to^? J! not proved by a particular jurisdiction. AdditicnaBy. it is posstole tSat th? software or 

;rrrXra^rrraS ■ ^^^^ °" ^ ^^^'^ '^-"^ - ^^--^ 

^^eaJ!!l^nLrjZ'l^t^°"^ "^^^'^ or firmware to a gaming temiinal. characteristics 

SLn J-^T® . . ^ components were determined manually, such as by visually inspecting the compo- 
Cr^r^r T7 '!!^^ °" * component in an attempt to detemiine characteristicTsuch L the^eS 

ware a>mponents. and the like. Such manual determination of characteristics has. in the past, typically required a sio- 

S?Srnil;S^^ t« ' '^9" °' »«""'"al5 are being pr^rmmed or rl 

1^??; ^ 1!! investment is typically made by relatively highlytrained personnel 

t^^Jl^^'^ ^ experience required to analyze the hardwareteoftware component ttnat arepSent. 

infoTn^S^Sf 1"^^'^'^ highly-trained personnel represents a signif cant expense involved in downSg 

o hTSll^ • ^L'^^* ^'^^^ *° regulatory environment found for gaming devices, was previously believed 
hSi'tTr^ • ^"^^^-^^^^^ " ^ '^^n tound ti,at even relatively highly-trained personnel have a 

ably h,8h error rate when atfompt.ng to determine characlor«ti« heeded for a download, which may lead to inoperabil- 
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ity or improper operation of a gaming device, violation of gaming jurisdiction laws or rules and may reauirs an additionaJ 
investment of lime to detect and/or corect such enws. 

BWOT] In addition to a downloading context identification of gaming device conponents or conponent characteris- 
tics m^ be useful in the context of gaming device maintenance, service or warranty fuHillment For exansle. when 
determining whether a repair of a gaming terminal is covered by a warranty, it may be necessary to determine when the 
ganwig terminal was manufactured or when one of the components was manufactured or last repaired or revised 
[0008] Another feature of many gaming devices which affects the manner in which revisions of software orf irmware 
(or hardware) can or should be performed is the fact that gaming devices are often configured to dispense money so 
thai there is a potential for modifications or downloads to be intentionaUy perfomied in an unauthorized fashion in such 
a manner as to create unauthorized or improper payouts. TWs is a potential which is typically not present in many other 
^ of downloads from one computer to another. Accordingly, it is inportant. not orty to gaming regulatory authorities 
but also casinos or other game operators, to achieve a level of confidence that, not only will inadvertent (e.g. cioss-iuris- 
dictonal) downloads be avoided, but there are procedures in place to avoid or prevent intentional or unauthorized down- 
loads. 

CMOS] Accordingly, it would be advantageous to provide a method and apparatus lor downloading by which the 
eharacterstics of a gaming tenrtnal needed to avoid inadvertent or intentional improper downloads can be determined 
substantially automatically, i.e. while reducing, or. preferably, eliminating the need for manual characteristic determina- 
tion, visual inspection of machines, their components or operation and the like. It would be particulariy advantageous 
to provide a download process which can obtain such gaming terminal or gaming terminal conponent characteristics 
entrely automatically, i.e. using only computers or other machines and without the need for any human input or effort 
to accomplish such determination of characteristics. It vmuU further be advantageous to provide such a system and 
method which would reduce or eliminate the potential for errors in. or unauthorized tampering with, the identificafion 
system. 

25 SUMMARY OF THE INVENTION 

^ The present invention includes providing gaming terminal or gaming terminal conponents with information 
usaae tor charactenzing gaming terminal components, which Is electronically stored in a memory or portion of memory 
memory (AO) or one-time programmable (OTP) memory. By storing, in such memory, information 
which either uniquely identifies a component or identifies characteristics of a component, it is possible to configure a 
download system which can automatically obtain the infomiation needed to perform a download while achieving a level 
of secunty required to make such automatic download feasible in view of the requirements of gaming regulator and/or 
game operators. In one embodiment, a game controller card and a plurality of peripheral cards are each provided with 
cert^ memory locations which contain information in a fashion that such information, as a practical matter cannot be 
erased or changed. Such memory locations can be used to store, e.g.. a unique serial number or other unique identifier 
hardware characteristic infomiation such as processor type or speed, vendor identification, date of manufacture, and 
the like. In this way. before downloading information to a gaming terminal, it is possible to automatically (substantiaUy 
without human inten/ention or effort) verify that the download will be proper, such as to verify that the jurisdiction for 
Which the gaming terminal is configured (or where the casino or other purchaser is located) is the same as the jurisdic- 
tion for which the new software has been approved, to verify that the dock speed and/or data tt-ansfer speed for which 
the new software is designed (or at which the download is to take place) is compatible with the clock speed of the gam- 
ing terminal or lis component, that the software to be downloaded Is known to be conpatible with other-software and/or 
hardware on the gaming terminal that win rennain in place, and the like. 

46 BRIEF DESCRIPTION OF THE DRAWINGS 

[0011 J 

Rgs. 1 A and B are blockdiagrams depicting components of multi-terminal gaming or production systems, including 
«»mponents of a gaming terminal of a type which may be used in connection with the presem invention; 
Figs. 2A and B are block diagrams Illustrating examples of memories which may be used in connection with an 
embodiment of tine present invention. 

DETAILED DESCRIPTION OF THE PREFERRED EMBODIMENT 

W012] Although the present invention can be used in connection with many types of gaming terminals, either as 
sand-alone devices or coupled in any of a number of different multi-terminal configurations. Rg. 1 A depicts one exam- 
ple of a gaming tenninal 1 12a coupled, along wittt ottier gaming temiinals 1 12. via one or more local controllers 114 
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a.b.c to a central computer 116. In the embodiment of Rg. 1 A, gaming terminal 112a (and. typically, all gaming tenrt- 
nals in the group) includes a game controller board 122 which will typically include, among other items, a microproces- 
sor and a memory such as an EEPROM storing programming and/or other infonnalion for controlling operation of the 
controller board 122. Typically the hardware and software of the game controller board 122 will contain information or 
programming defining the type of game and making detemriinations of local win/loss outcome (as opposed to, e.g., non- 
local, progressive win/loss outcomes) for the gaming terminal 1 12a. Because of the central role of the game controller 
board 122 in determining game win/loss and. thus, in determining any monetary payout it is particularly important to 
assure the presence of the correct software for the game controller board e.g. to avoid irrproper or incorrect payouts 
and to assure compliance with local regulatory authorities. 

[001 31 Although it is possible to combine numerous functions onto a given board, typically numerous boards will be 
provided in a gaming terminal for forming a plurality of functions. In the depicted embodiment, the game controller board 
communicates with a communications board 124 which provides information to and. receives infonration from a local 
controller 1 14a and/or central computer 1 1 6, for purposes such as monitoring use and perlbrmance. assuring conpli- 
ance. performing accounting and similar functions, and fadlitating implementation of progressive or other multi-terminal 
based games or prizes. In one embodiment the communications board 124 includes one or more ports by which a lap- 
top 128 or other computer may be coupled to the gaming terminal 1 12a for. among other purposes, downloading as 
described nrx)re fully below. 

10014] In the embodiment of Rg. 1 A. a plurality of peripheral boards 1 28a-d contmunicate v«th the game controUer 
board 122 and control various peripheral devices for performing various functions such as bill acceptor functions 132a, 
com handling functions 134a. 132b. video functions 132c and audio output functions 132d. In many configurations! 
some or aU of the peripheral and other boards 1 28a-d, 1 24 will contain memories, such as flash memory. EEPROMs or 
other devices for storing software or f irnrrware controlling their functions (such as by containing software or firmware for 
running on microprocessors or other conrputing devices on such boards). In the strict regulatory environment for many 
gaming devices, it is typically necessary to provide assurance that only approved and prefer software is used in the 
peripheral and other boards, (in addition to that provided on the game controller board). 

[001 5] In typical previous devices, the boards provided in a gaming terminal are secured from casual or unauthor- 
ized inspection or access such as by being housed in a normally-locked cabinet portion of the gaming terminal. Thus, 
in previous systems when it was desired (as descrbed above) to (manually) verify the type or characteristics of boards 
on a gaming terminal (e.g. prior to a download or other updating purpose or for warranty or sen/ice purposes) it was 
typically necessary for a relatively highly trained worker to inactivate a gaming terminal, unlock the cabinet portion, and 
physically inspect (often involving removal of) one or more of the boards 122-128 of a gaming terminal 1 12a. Depending 
on the nature of the work to be performed, the skilled personnel may need to rely on experience and knowledge to rec- 
ognize and distinguish different boards based on their appearance and/or notations, markings or indicia provided on 
boards and/or perform tests or diagnostics on the board to obtain the necessary Information regarding characteristics 
of the tx>ard and/or its iderttity or history. 

[0016] Rg 1 B depicts a system usable in sut>assembly or final assembly downloading, e.g.. in a gaming terminal 
manufacturing environment. Rg. 1 B includes a plurality of computers such as workstation computers, network server 
computers, and/or PC-type computers coupled by network lines such as fiber optic tines 152 in a manner well-known 
to those of skill in computer network technologies. 

[0017] At various stages in employing the system of Rg. 1 B. programming data or other information is stored in a 
number of different storage systems such as data bases (typically providing storage on hard drives or other well-known 
storage media). In the depicted embodiment, information, during program design process, is held in an engineering 
database 154. And software and firmware engineers use and modify such Information via computers 156. 158 having 
at least indirect access to engineering database 154. Preferably, programs or other data which are still in the develop- 
ment phase are restricted to the engineering database 154 and are not stored in other databases. At some point engi- 
neering wilt release the program or other infornnation to product assurance 162 which, after review, will submit the 
programming or data (e.g. via writing on a CD 164 to a gaming jurisdiction for approval. After the program or data is 
approved by the gaming jurisdiction, the program is copied to a production download server 1 66 and. preferably, stored 
in a released database 168. Information about the approved program is provided to a customer order system 172 and 
other systems such as engineering 174a and product assurance 174b. Although released programs may be provkied 
m vanous forms such as on CD ROM 176 via a CD duplicator 176b. Rg. IB also illustrates a system for dowvnloading 
programming data or other information as part of a gaming terminal assembly or fabrication system. The programmkig 
or data may be loaded onto boards or other subassemblies 1 78. e.g. via a translator/power assembly 1 82 and download 
terminal 184 or may be loaded into one or nrore gaming terminals 186a.b. e.g. via connection to a communication board 
for downloading, in turn, to target peripheral devices or other subassemblies within the gaming terminals 186a. 186b 
e.g. via a download temninal 188. 

[0018] As with downloading in the field, as depicted in Rg. 1 A. downloading on the fabrication or assembly line, as 
depkned in Rg. IB in the strict regulatory environment for many gaming devices, it is typically necessary to provide 
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assurance that only approved and proper software and data is used in the gaming terminals, including peripheral and 
other boards (in addition to that provided on. e.g., the game controller board). Depending on the nature of the download 
it will be advantageous, in performing assembly line downloading, to recognize or distinguish different boards, e g to 
obtain information regarding characteristics of the Board and/or its identity or history. 

[001 9] Accorcfing to an embedment of the invention, automation of the step of obtaining gaming terminal corrpo- 
nent characteristics is enabled or facifitated by including, on one or more of the gaming terminal boards or other com- 
ponents, an electronic memory device, e.g.. of the type depicted in block diagram fashion, in Figs. 2A or 2B. 
[0020] In the embodiment of Rg. 2A. a memory device such as an EEPROM 212 is provided with a plurality of 
memory locations 214 which are preferably of a type which may be programmed or written-to many times. The memory 
device 212 is also provided with at least some memory locations 216 (such as a one or more rows of memory) which 
are confrgured such that they cannot be erased or changed after they have been written to or programmed. In the 
embodiment of Fig. 2A, the memory locations 216 are write-once or one time programmable (OTP) memory, meaning 
that after any of the program locations in the memory region 216 have been written to or programmed, subsequently 
none of the memory locations in the memory region 21 6 can be changed or erased. One example of this type of mem- 
ory is that sold under Model No. M34R32 available from S.Q.S. Thomson. This device provides 4096 bytes of EEPROM 
space 214 with an additional 32-byte OTP row 216. 

[0021 ] Rg. 2B depicts a type of memory having a plurality of programmable memory locations 21 4 and a region of 
memory 218 (such as a row of memory) which is add-only (AO) memory. In add-only memory, it is possible to write to 
or program some of a plurality of memory locations 222a-222f, without writing to othera In the add-only row 218 after 
any memory location or group of locations 222 have been written to or programmed, those same memory locations can- 
not, thereafter, be changed or erased. However, memory locations in the row 218 which have not been previously wrrt- 
ten to or programmed can be. later, written to or programmed (once) even after a process of writing to or programrnng 
other memory locations In the same region or row 218. For example, in add-only memory, it is possible to program, e.g 
a first memory location 222a at a first time such that the first memory location 222a cannot thereafter be changed or 
erased after said first time, but to still permit programming or writing to. ag. a second (previously unprogrammed) mem- 
ory location 222b at a second time, after said first time, such that the second memory location 222b cannot be changed 
or erased after the second time. In this way. as long as there remain memory locations in the add-only region 218 which 
have not previously been programmed or written to. it Is possible to add further information to the add-only region 21 8 
However, although it is possible to add information to the region 218 (as long as unprogrammed space remains) it is 
never possible to erase or change information once it has been written to the add-only region 218. One exanple of add- 
only memory is available from Dallas Semiconductor. 

[0022] According to an entxxliment of the invention. OTP or add-only (OTP/AO) memory is provided in each gam- 
ing terminal, preferably on at least one board of each gaming terminal (such as the game controller board) and, typi- 
cally, on one or more peripheral boards 128a-128d or other boards or components. It is possible to provide for systems 
in which some gaming terminals 1 1 2a are provided with OTP/AO menrxxy while others e.g. 1 12c are not (e.g. whea in 
the context of a networked casino system, some gaming terminals have been upgraded or replaced while others have 
not). 

[0023] There are three major procedures or steps in connection with using such OTP/AO memory in entjodiments 
of the present invention: storing the desired information onto the OTP/AO memory, reading or retrieving the information 
stored in tiie OTP/AO region, and using such retrieved information, e.g. for secure downloading. These processes 
involve communicating information between the OTP/AO memory and an externa! (to the ganing terminal) device (typ- 
ically one or more computers 1 16.128). Although it would be possible to configure a system in which a gaming terminal 
contains only a single OTP/AO memory device which stores information relative to a plurality of different hardware com- 
ponents (such as identifying two or more different boards 122a-128d) it is preferred to provide a separate OTP/AO 
device on each separate board. In this way, changes to hardware (or, in some configurations, software) can be recorded 
directiy on the changed component so that when components are physically removed (such as "swapping in* a new 
boafd) and/or modified (such as by changing jumper connections on a board) infornnation relating to the identity and/or 
configuration of that board, stored on the on-board OTP/AO memory, will "travel with* the board. 
[M24] Although it would be possibtle to configure a gaming terminal so that two or more boards (such as each 
board having an OTP/AO memory) were provided witii a port or other connection specific to that board, to facilitate 
reading the OTP/AO memory of that boaid, preferably, the gaming terminal is provided with one or more system ports 
126 or similar communication connections 127 through which it is possible to obtain or fransmit information relating to 
any of a plurality of OTP/AO memories in the gaming terminal (e.g. via gaming terminal buses or other internal commu- 
nication links 130 a-f). The ports 126,127 may be provided on any of a number of gaming terminal conponents includ- 
ing ttie game controller board 122, but are preferably included in a separate communications board 124. 
[0025] The information stored on the OTP/AO memory may indicate characteristics of the board's (or other conxx>- 
nenrs) hardware or software either directly or indirectiy. The information may indicate characteristics directly by, ag., 
storing information in either coded or human readable (e.g. ASCII character form) which identifies such characteristics 
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such as storing board or dovwiload dock speed, board processor type and the like. An exanrple of information which 
indirectly indicates hardware or software characteristics of the board or component includes storage of an EEPROM 
serial number (which, e.g., may be used as an index into an o«-board database which stores characteristics con-e- 
sponding to such serial number), ft is possible to store both direct and indirect indicators of characteristics on an 
5 OTP/AO memory. It is also possible to store information which has both indirect and direct uses. For exanple, storing 
a date of manufacture on an OTP/AO memory may be used as all or part of an index into a database to determine other 
board characteristics and/or may be used directly, where the date of manufacture is itself a relevant characteristic (such 
as for warranty or repair purposes). 

[0026] Information may be stored into OTP/AO memory In a number of fashions. In ore errtodimerrt. some or all 
10 of the information stored in the OTP/AO memory is stored at the time of memcxy manufacture, by the memory fabrica- 
tor. Examples of information that may be stored in this fashion include memory serial (or other preferably unique) num- 
bers and/or date of manufacture. Some or all infonrotion stored in an OTP/AO memory may be stored at the time of 
board manufacture (rather than memory manufacture) and/or may be stored at the time software is initially downloaded 
or programmed into a gaming terminal (or connponents thereoQ. Exanrples of intomwtion that might be stored In this 
15 fashion include board (rattier ttian memory) serial number or version numbers, dock speed, processor type, software 
indicators or version numbers, date of assembly (tx>ard assembly or gaming temninal asseniDly) and/or an indicator of 
(initial) gaming regulatory jurisdiction (e.g. to distinguish a board intended for a first coumry or state from tttat intended 
for use in a second country or state). 

[0027] Some or all of the infonnation stored on OTP/AO memory may be stored at the time a gaming terminal is 

20 soki to. shipped to or received at a particular customer location or gaming jurisdiction. Some or all information stored in 
the AO menrwry may be stored when a gaming terminal component is revised, repaired, updated, reconfigured or the 
like Onduding both software and hardware revisions). Preferably, the information stored in OTP/AO memory indudes 
infomnation that can be used for enror or data integrity checks such as cydic redundancy check (CRC) information, one 
or more parity bits or the like. In the case of write-only or one-time programmable memory, the en-or/data integrity check 

2$ information is written when the memory is initially programmed. In the case of add-on memory, error checking or data 
integrity information may be stored (in a previously unprogrammed AO memory location) each time additional infomia- 
tion is stored In the add-on memory "The provision of error checking or data integrity information is particulariy useful or 
necessary in providing the capability of downloading to gaming terminals (e.g. in order to provide the desirable or 
required confidence that inadvertent or intentional changes are not made to a gaming terminal in such a fasrton as to 

30 result in gaming terminal operation which is out of compliance wrtti local gaming regulations). For exanple, in the 
absence of an error or data integrity check, it might be possible tfiat a menrwry read enoT would permit downloading of 
a program configured for a first jurisdiction, into a machine located in a second jurisdiction (e.g. because, ttie laptop 128 
or other source of download programming selected tiie "Wrong" program or downloading based on incon-ect informa- 
tion). It is believed that providing error or data integrity check information in OTP/AO memory will assist in preventing. 

35 or at least reducing the likelihood of, this type of improper download. 

[0028] Table I provides one example of a set of information that may be stored in OTP/AO memory according to one 
embodiment of the inventioa In one embodiment, data stored in the OTP row and/or in the ROM are stored in little 
endian format In the example of Table 1. items indicated having a potential use of "revision control" are. in at least one 
embodiment, used during download operations. Preferably the EEPROM serial nuirtjer is a nunt>er which is uiique for 

40 each EEPROM (at least for a given vendor and purchaser). The communications ID. may be. e.g. used by ttie board 
firmware for providing communication to a host computer. The platform and target information may be used in connec- 
tion with, e.g., host to terminal download communications. The vendor ID may be a code used for identifying the vendor 
of the EEPROM. The clock speed may be used in connection with allowing ttie peripheral board firmware to commini- 
cate with a host computer. Preferably tine CRC is used by the board firmware to validate ttie OTP data before its use. 

45 [0029] In addition to the data defined in the OTP row. according to one embodiment, the firet 20 bytes as of the 
EEPROM normal memory space will be used for storing, e.g.. printed drcuit board serial number information of the 
peripheral board, e.g.. stored in ASCII format Preferably, two bytes of CRC information is also provkied. To protect this 
information from corruption, preferably the first sixty-four bytes of the EEPROM space is configured as read only mem- 
ory (ROM). ^ 



Table I 



OTP Row Memory Allocation 


Starting Address 
(hexa- decimal) 


Bytes 


Format 


Description 


Potential Uses 


0x00 


4 


Binary 


EEPROM serial number 


Revision Control 
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Table I (continued) 



OTP Row Memory Allocation 


oiarung auuIoSS 
(hexa- decimal) 


Bytes 


Format 


Description 


Potential Uses 


UXU*» 




Binary 


Conrununications ID 


Used at Powerup for Intra-Game Com- 
nunications 


UXUO 


7 


ASCII 


Date of manufacture 


Warranty/Service/Reviston Control 




2 


Binary 


Plattomi and target 


Intended Use 


OxOE 


8 


ASCII 




wai 1 oj iiy/wwoefvice 


0x16 


1 


Binary 


Clock Speed 


Used at Powerup for Intra-Game Com- 
munication 


0x17 


1 


Binary 


Processor Type 


Used at Powerup for Intra-Game Conv 
munication 


0x18 


6 




Reserved for future use 




0x1 E 


2 


Binary 


2HDyte CCITTCRC 


Error/Data Integrity Check 



[0030] Although it is contemplated that the gaming terminal component characteristic information stored or indi- 
cated in the OTP/AO menfX)ry will be particularly useful In connection with download of Information, (as described more 
fully below). It Is also believed that the information may be useful in other contexts. Exanrples of other uses for OTP/AO 

2s information according to embodiments of the present invention, include providing the ability of gaming regulators to ver- 
ify (e.g. on a random basis or for specific regulatory purposes) that a gaming terminal is configured properly for a par- 
ticular jurisdiction, allowing personnel responsible for maintaining, repairing or updating gaming terminals to verify that 
a particular gaming terminal includes particular components, uploading information regarding gaming terminal conpo- 
nents e.g. as part of a trouble report, inventory or tracking procedure, verifying characteristics, such as manufacture or 

30 sale date, of a gaming terminal or components thereof In connection with making decisions on waranty coverage, and 
the like. 

[0031] Regardless of tiie purpose for reading information stored on an OTP/AO memory in a gaming terminal, the 
reading procedure will, at least in one embodiment include sending a read command ag. from a laptop 128 or central 
computer 1 16 via a port 126.127 to a communications board 124, (with tiie command typically either specifying that all 

35 OTP/AO memories should be read or specifying which board or OTP/AO board memory should be queried) and send- 
ing a read command (e.g. over a control line or a portion of communication bus 130) which contains or indicates read 
addresses for one or more OTP/AO memory portions. The convnands may be configured to retrieve selected 
(addressed) portions or f ieWs of the OTP/AO memory or may be configured to return the entire OTP/AO contents (e.g. 
a OTP/AO "row" of memory). In one embodiment, it is preferred to always return the entire contents of OTP/AO memory 

40 (particularly in the case of add-on memory) e.g. to help ensure that there has been no Intentional or inadvertent storage 
of incorrect or nnisleading Information in OTP/AO memory. Fbr example, if a new (previously unprogrammed) field of an 
add-on memory has been programmed to reflect a new jurisdiction (i.e. a jurisdiction different from the original garrtng 
regulatory jurisdiction programmed In the AO memory) reading ttie entire row would alert the download software tiiat 
there has been a change in jurisdiction (emd. If desired, prompt a check of the database to verify that this change in 

45 jurisdiction was con-ect and/or authorized), whereas reading only the newest or most recent f ieWs of AO memory couW 
result in downloading an unauthorized program (e.g. a program authorized only for a different jurisdiction). Thus, in a 
procedure where only the nxDst recentiy programmed fields are read, ttiere might be no indicator tiiat the jurisdiction 
information may have been tampered with or inadvertently modified. 

[0032] Hardware or software characterizing information read from the OTP/AO memory can be used in a number 
so of fashions. In one embodiment the information Is used in downloading software to a gaming terminal (or components 
thereof). Procedures for downloading can be similar to those described e.g., In U.S. patent application number 

attorney file no. 3735-923 titled "Metiiod for downloading data to gaming devices" filed on the 

even date herewith, and/or Serial No. (attorney file number 3735-905-CON). filed June 1 . 1998 

which is a continuation of Serial No. 08/600.311 (attorney file number 27224-90500) fa "Perpheral Device Dowvnioad 
55 Mettiod and Apparatus" filed February 12. 1996. all incorporated herein by reference. 

[0033] The present invention can be used in connection with a process that involves loading Information, received 
from an external device (such as a central computer) by a conrputing device (such as the microprocessor on the con- 
troller board) to a target which may be a gaming terminal conponent. including one or more peripheral devices. In this 
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way it is unnecessary to have separate ports on each board for direct access to the peripheral devices (or other gairtng 
terminal components) or related memories, thus making the process of updating the programming tor peripheral 
devices or other gaming terminal components less time-intensive and less labor-intensive. In one embodiment, an 
updated or modified program is received in the gaming terminal from an external device (such as a hand-held or port- 
5 able device or a central computer coupled via a communications link) and is dowwiloaded or passed-through from the 
controller board to one or more coupled peripheral devices. Preferably, the programming information is downloaded in 
such a way as to reduce or minimize the anxxjnt of down time or inconvenience to players. In one errtxxliment when 
the new program is downloaded from a central computer to each gaming terminal, the method avoids disabling all gam- 
ing terminals at the same time, such as by waiting until the gaming terminal is idle for a predetermined period before 
w downloading or by cycling through various gaming tennlnals or groups of gaming terminals so that a relatively small 
number of the gaming terminals are disabled (for reprogramming) at any one time. When reprogramming of two or more 
peripherals attached to a given gaming terminal is desired, in one embodiment the new programming information for 
each device to be reprogrammed is downloaded to the gaming terminal and the gaming terminal begins downloading 
the information to the attached peripherals preferably only after all information has been downloaded to the terminal. In 
15 this way, only a single session of downtoading to the gaming terminal is needed in order to provide eventual updating 
of two or more coupled peripherals or other components. In situations in which security is a concern, such as systems 
in which money handling occurs (fi^ gaming terminals, lottery terminals, and the like), it may be useful for the infor- 
mation to be encrypted when it is transferred to the computing device and is decrypted preferably in the gaming termi- 
nal. In one embodiment the invention includes providing at least a first menwry in a gaming temiinal as a 
20 progranimable memory; transmitting first information from an external source to the gaming device; transmitting the frst 
information for receipt by said peripheral device; storing the first information in the first memory; and using the first infor- 
mation during operation of the peripheral device. Preferably such a method includes identification of the gaming termi- 
nal hardware or software. preferat>ly using one or more memory devices which have identifying and/or characteristic- 
indicating information stored in non-erasable, non-nxxlifiable memory, such as OTP/AO memory. 
25 [0034] Downloading can be peribnned locally (e.g. by connection of a laptop 1 28 or other computer to the commu- 
nications board 124 of a gaming temiinal 1 12a or renx)tely from a local controller 1 14a or central computer 116. Pref- 
erably the downloading includes verifying the propriety of the software to be downloaded and/or verifying or adjusting 
download procedures {data transfer rate, error detection/correction procedures and the like) so that the download will 
result in a gaming terminal that is appropriately configured and operates as desired. Preferably, it is the source conpu- 
ter 128. 116 which performs such verifying. It is noted, however, that while such source-based checking will assist in 
eliminating or reducing the occun-ence of, e.g. inadvertently inappropriate downloads, it might be possible to configure 
a laptop 128 to purposely download incarect or Inappropriate software. Accordingly, it would also be possible to con- 
figure the destination (the gaming terminal) in such a way that it will actively btock or prevent downloading of software 
unless the software to be downloaded is identified by the destination (gaming terminal) as appropriate (based, at least 
in part, on information stored in OTP/AO memory). In this way. if an attempt was made to download a version of gaming 
software which, e.g.. did not include a property encrypted password for authenticating that the proposed download soft- 
ware has been approved by the appropriate gaming regulatory authorities, the gaming terminal 1 12a would, preferably, 
block or prevent the downloading of such software. 

[0035] Another example of a use of information read from OTP/AO memory in a gaming terminal is to verify war- 
ranty coverage for servicing or repair of a gaming terminal. For example, if a particular gaming terminal was covered by 
a one-year wananty. it would be possible to configure the system such that a service person could detern^ne the date 
of sale or delivery of a gaming terminal (or a component thereof), either directly or indirectly, based on information read 
from OTP/AO memory As noted above, particularly in the case of AO menx)ry it is useful to configi^e a system to 
always read the entire memory row. e.g. to avoid a situation in which a new AO memory field is written with an incon-ect 
45 sale date indicator (either inadvertently or intentionally). 

[0036] Another situation in which information stored in OTP/AO memory may be used includes the manufacturing 
process and in particular the management of software downloading as part of a gaining terminal manufacturing proc- 
ess. An example of a use of component Wentif ication in connection with such management is described, e.g.. U.S. pat- 
ent application na (attorney file no. 3735-925) titled "Program Management for Downloadable 

so Devices", filed on even date herewith and incorporated herein by reference. Briefly information stored in OTP/AO mem- 
ory can be used in a number of such management procedures including verifying that tiie hardware present in a partic- 
ular gaming terminal or component is compatible witii a particular download procedure (e.g. a download bit rate or enor 
detection/correction procedure) and/or that the software is compatible witii or appropriate for the hardware (or other 
software) present in the gaming ternninal or component (e.g. the software is conpatiWe with the particular microproc- 
essor present in tiie gaming terminal or conponent). Furthermore, information in OTP/AO memory may be used at the 
completion of the gaming terminal assembly (and/or intermediate assembly stages) to verify that the various conpo- 
nents of the gaming terminal are compatible with one another (e.g., the gaming terminal does not have a bill acceptor 
appropriate for a first jurisdiction and a coin handler board appropriate tor a second (different) jurisdiction) and/or the 
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components and software in the gaining terminal are configured as desired (e.g. are approved for the gaming jurisdic- 
tion for which the gaming terminal is being built), includes the correct game software (e.g. does not download a poker 
game software when the terminal was intended to be a slot machine) and has the correct (typically most recert) vefsion 
of software appropriate for the configuration of the gaming terminal. Additionally, information read from OTP/AO mem- 

5 ory may be used in the management procedures to store appropriate information in a database. As noted above, in 
some configurations, a datat)ase is used to provide information about a gaming terminal, its configuration, components 
or hiaory with such information being indexed, in the database, by information obtained from OTP/AO m&nory (ag. a 
memory serial number or similar identifier number). Accordingly, as a gaming temriinai is assembled, it is prefen-ed. in 
at least this configuration, to read infomriatlon from OTP/AO memory of the gaming terminal and its conponents. and 

10 store such information in a database, preferatrfy in a fashion to achieve the desired database indexing or similar func- 
tion. 

[00371 In light of the above description, a number of advantages of the present invention can be seen. The present 
invention provides a way to identify a gaming terminal or its components in such a fashion as to substantially guard 
against inadvertent or intentional alterations (e.g. so as to increase the likelihood that gaming regulatory authorities wilt 

15 approve certain manufacture, assembly, repair and/or download procedures, particularly tiiose which are at least par- 
tially automated and/or renxrte) by providing automatically accessible identification or characteristic information as part 
of the physical structure of the gaming terminal or component (e.g. as part of a memory mounted on a gaming termnal 
board). Preferably, tiie information travels witii the gaming terminal or corrponent and thus is automatically present and 
conect regardless of any changes (such as replacement of one or more boards of a gaming terninal). Because the 

£0 information can be electronically programmed or stored (once only), the particular information which is provided or 
stored can be tailored to accommodate the contemplated use of the information (e.g. different manufacturers and/or dif- 
ferent models or nrxxlel lines of a given manufacturer may involve storing different information and/or storage in different 
formats). Because the stored information is provided electronically (rather ttian, e.g.. provided as information printed or 
written on a circuit board) the likelihood of inadvertent or intentional modification of such information is lessened. 

25 [0038] A number of variations and modifications of the inverrtion can also be used. In general, it is possible to use 
some aspects of tiie invention without using others. For example, it is possWe to provide non-erasable and non-modi- 
fiabie information in connection witii downloading software without providing information usable for or used with war- 
ranty verification. It is possible to store information in an encrypted or othenwise modified form. In one entx)diment. 
some or all of the information which is used (e.g. in connection witti downloading warranty verification and the like) 

30 and/or output from the device is stored in ottier memory or memory portions, such as normal EEPROM memory 214, 
e.g. with OTP/AO memory being used only for permitting access and/or verifying such memory (e.g. by providing an 
encryption key/decryption key, data integrity check information or the like). Although ttie non-erasable/nxxif iable mem- 
ory is disclosed as being a portion of. or coupled to. normal EEPROM menwry, it may be provided as a separate com- 
ponent or may be coupled to otiier types of memory. Although examples are provided in which a single row of OTP/AO 

35 memory is provided, more or fewer OTP/AO memory locations may be used. 

[0039] In one embodiment, tiie gaming terminal is configured such that if an attempt is made to download certain 
types of improper software, tiie gaming terminal will t>e placed in an inoperative mode and/or notification of the attenpt 
will be output e.g. to a local controller 1 14 or a central computer 116. Although, as noted, above, there are advantages 
to providing storage of characteristic-indicating information in electronic form, in one embodiment, information relating 

40 to Characteristics (e.g. serial number, manufacture date or the like) may be stored or presented in optical (e.g. machine 
readable, bar code, or human readable form) e.g. on one or more of tiie gaining terminal boards. In ttiis case, it may be 
useful to include a step which involves comparing the optical characteristic Indicator with electronically-stored charac- 
teristic irxlicators. 

[0040] The present invention, in various embodiments, includes components, mettiods, processes, systems and/or 
45 apparatus substantially as depicted and described herein, irKluding various embodiments, subconrijinations, and sul>- 
sets thereof. The present invention, in various embodiments, includes providing devices and processes in the absence 
of items not depicted and/or described herein or in various embodiments hereof, including in the absence of such items 
as may have been used in previous devices or processes, ag. for achieving ease and reducing cost of implementation. 
[0041] The foregoing discussion of the invention has teen presented for purposes of illustration arxj description. 
so The foregoing is not intended to limit the invention to tiie form or forms disclosed herein. Although the description of ttie 
invention has included description of one or more embodiments and certain variations and modifications, other varia- 
tions and nxxJifications are witiiin ttie scope of ttie invention, e.g. as may be wittiin the skill and knowledge of ttiose in 
the art. after understanding the present disclosura It is intended the appended claims be construed to include alterna- 
tive embodiments to the extent pemnitted. 

55 

Claims 

1. A mettiod for downloading programming to a gaming terminal from a renx)te site, wherein said programming can 
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appropriately be downloaded only to a gaming terminal with components having at least a first set of characteris- 
tics, the method comprising: 

providing a gaming terminal having at least a first circuit board with a menx>ry. at least a portion of which is 
5 non*erasable memory; 

storing in said non-erasable memory, at least first information indicative of characteristics of said frst circuit 
board: 

transntitting said first information from said gaming terminal to said remote site; 

downloading said information only if said characteristics of said first circuit board match said first set of char- 
ge acteristics. 

2. A method, as dainied in daim 1 . wherein said non-erasatale memory is one-time programmable memory. 

3. A method as claimed in claim 2 wherein said step of transmitting comprises transmitting all programmed portions 
15 Of said one-time programmable memory. 

4. A method, as daimed in daim 1, wherein said information indicative of characteristics of said first drcuit tx>ajtl 
indudes information selected from the grotp consisting of 

so memory serial number 

an Identification number 
date of manufacture 
platform 
target 

25 vervlor identification 

board clock speed 
processor type. 



5. A method, as claimed in daim 1, further comprising: 

30 

using said information indicative of characteristics of said first circuit board to identify a gaming jurisdiction 
location of said gaming terminal: and 

downloading said programming only if said programming has been approved for said gaming jurisdiction. 

35 6. A method, as daimed in claim 1 wherein said step of providing conrprises providing an EEPROM which is config- 
ured with a row of one-time programmat>le memory. 

7. A method, as claimed in claim 1 , wherein a plurality of programs is stored at said renrxrte location and further com- 
prising using said inlbrmation irxlicative of characteristics of said first circuit tx>ard to select a program for down- 

40 loading to said gaming terminal. 

8. A method, as daimed in claim 1 . wherein said step of transmitting is performed in response to a query sent from 
said remote location to said gaming terminal. 

45 9. Apparatus usable for downloading programming to a gaming termincd from a remote site, wherein seud program- 
ming can appropriately be downloaded only to a gaming terminal with components having at least a first set of 
characteristics, the apparatus comprising: 

at least a first circuit board in said ganung terminal having with a memory, at least a portion of which is non- 
50 erasable memory, at least first information indicative of characteristics of said first drcuit board stored in said 
non-erasable memory 

means for transmitting said first information from said gaming terminal to said remote site; 

means for downloading said information only if said characteristics of said first drcuit board match said first set 

of characteristics. 

55 

10. Apparatus, as claimed in claim 9 wherein said memory comprises read-only memory 

1 1 . Apparatus, as claimed in claim 9 wherein said memory comprises EPROM memory. 
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12. Apparatus, as claimed in claim 9, wherein said non-erasable memory is one-tinie programmable memory. 

13. Apparatus as claimed in claim 12 wherein said meas for transmitting transmits all programmed portions of said 
one-time programmable menK)ry. 

5 

14. Apparatus, as claimed in claim 9. wherein said information indicative of characteristics of said first circuit board 
includes information selected from the group consisting of 

memory serial number 
10 an Identification numt)er 

date of manufacture 
platform 
larg^ 

verxlor identification 
IS board dock speed 

processor type. 

15. Appcuatus, as claimed in cl£um 9. further comprising: 

20 means for identifying a gaming jurisdiction location of said gaming terminal using said information indicative of 

characteristics of said first circuit board; arxl 

means for downloading said programming only if said programming has been approved for said gaming juris- 
diction. 

25 16. Apparatus, as claimed in claim 9, wherein a plurality of programs is stored at said remote location and further com- 
prising means for selecting a program for downloading to said gaming terminal, using said information irxjicative of 
characteristcs of said first circuit board. 

17. Apparatus, as claimed in claim 9. wherein said first circuit board is a game controller board; 

30 

18. Apparatus, as claimed in claim 9 wherein said first circuit board is a peripheral controller board. 
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